By DavidMorgun-"Mar and Andy Welr

STEVE JACKSON GAMES




Fourth Edition

(P
i

/— =

An e23 Sourcebook for GURPS® from Steve Jackson Games

GURPS, Warehouse 23, and the all-seeing pyramid are registered trademarks of Steve Jackson 0
Games Incorporated. Pyramid, GURPS CASEY & ANDY, €23, and the names of al products Written by DAVID MORGAN-MAR
published by Steve Jackson Games Incorporated are registered trademarks or trademarks of Steve
Jackson Games Incorporated, or used under license. All rights reserved. GURPS CASEY & ANDY is and ANDY WEIR

copyright © 2005 by Steve Jackson Games Incorporated. E dit e d by J ANIE MURPHY

The scanning, uploading, and distribution of this materia viathe Internet or via any other means . o o
without the permission of the publisher isillegal, and punishable by law. Please purchase only I]luStratlons a-nd Ol'lglnal Cartoon

authorized electronic editions, and do not participate in or encourage the electronic piracy of
copyrighted materials. Your support of the author’s rights is appreciated. by ANDY WEIR

Stock #82-0011 Version 1.0 April 22, 2005




OH, FRANCES CLEVELAND, WIFE OF
OUR 22ND AND ARGUABLY 24TH ALL RIGHT. NO MORE
PRESIDENT. WHY MUST THE WAITING. IT'S TIME TO
CENTURIES DIVIDE US? G0 COLLECT HER

HEY, FRANCES CLEVELAND, DITCH SURE, WHY
THE PRESIDENT AND COME WITH NOT?
ME TO THE YEAR 2004!

MR. PRESIDENT, IT APPEARS YOUR WIFE BEGIMN DIVERTING FUNDS FROM ALL
HAS LEFT YOU FOR AN UNKEMPT TIME HOUSE APPROPRIATIONS INTO A
TRAVELLER FROM THE 215T SECRET GOVERNMENT TIME
CENTURY. TRAVEL PROGRAM.

THE PROJECT Is COMPLETE,
PRESIDENT CLEVELAND. THE TIME
MACHIMNE IS READY TO USE.

I SHALL LEAVE
IMMEDIATELY,

GURPS CASEY & ANDY



YOU WENT AND GOT FRANCES ]
CLEVELANDI? HAVE YOU FORGOTTEN RELAX, SHE'S AT
THAT YOU DATE SATAN? SHE'LL WORK...

HOW COULD SHE
BURN YOU ALIVE IF SHE
FINDS OUT! POSSIBLY FIND OUT?

I JUST DON'T GET IT. WHY WOULD , GROVER'S BEEN SO NEGLECTFUL
A BEAUTIFUL AND INTELLIGENT WOMAN OH. T'M NOT LATELY THAT I WANTED TO TEACH
LIKE YOU LEAVE HER CENTURY AND HER INTERESTED IN HIM A LESSON. HE'LL BE ALONG
HUSBAND FOR A PIG LIKE ANDY?. ANDY AT ALL. SHORTLY TO COLLECT ME,
I'M SURE.

I SHALL HAVE MY WIFE NO WAY, FAT-ASS. AS I TOLD THE REPUBLICANS
BACK THIS INSTANT! 50 DEVELOP JAW IN 1888, YOU'VE NOT SEEN THE WHATEVER,
CANCER. LAST OF GROVER CLEVELAND!

GURPS CASEY & ANDY



MR. CLEVELAND, WHAT ON EARTH \
MAKES YOU THINK THIS COURT J
WOULD HOLD SUCH AN ¢
DIOTIC OPINION?

il

BECAUSEI _ } O1IASKTHA
TRAVELLED IN Y¥OU, THE SUPREME
[\ TIME, INEVER | COURT, AFFIRM THAT
I\ LEFT OFFICE. - - I AMRIGHTFULLY
. : THE PRESIDEN

l IMN A 9-0 DECISION, WE
I HAVE HERE A SIZEABLE =21 RULE THAT GROVER CLEVELAND IS
PERCENTAGE OF ALL TAXES AND) i RIGHTFULLY THE PRESIDENT.
TARIFFS COLLECTED IN THE £ | !
YEAR 1893, g

HOW WILL SATAN REACT TO
ANDY'S INFIDELITY?

WHAT WILL CLEVELAND DO
NOW THAT HE'S PRESIDENT?

WHAT OTHER TRICKS DOES FRANCES
CLEVELAND HAVE UP HER SLEEVE?

WHY DO THEY PUT
INGREDIENT LISTS
ON BOTTLED WATER?

PLAY IT QUT TO DISCOVER THE ANSWERS!

INGREDIENTS:
WATER

GURPS CASEY & ANDY




TABLE OF CONTENTS

INTRODUCTION . . ........5

Straight from the Source. . . . . . 5
ABOUT THE AUTHORS. . ... ....... 6

CHAPTER 1 — THE WORLD OF

CASEY & ANDY. .. ..... 6
LOCATION, LOCATION, LOCATION! . .. 6
Fremont .................. 6
Casey & Andy’s Snooty Discussion
Hour................... 7
Fatalball . ................. 7
EvilsDomain.............. 8
Hell...................... 8
Heaven ................... 9
GETTING AROUND THE UNIVERSE. . . 9
Interdimensional Travel . . . . .. 9
Sample Dimensions . . ... ... 10
Time Travel............... 10
Back to Which Future? . . . . .. 12
MAKING MESSES. . .. .......... 13
Mad Science . ............. 13

How Do They Keep Coming Back to
Life? .................. 13

Time Flow. ............... 14
Inventions. . .............. 14

CHARACTER TYPES. . ........... 15
Mad Scientists ............ 15
Villains .................. 15
Playing the Main Characters . . 16
Authorities ............... 16
Aliens ................... 16
Minions. . ................ 16
Ordinary Citizens . .. ....... 17

ADVANTAGES AND SKILLS . ....... 17
Advantages ............... 17
NewPerk ................ 17
Skills . ................... 17

DRAMATIS PERSONAE. . . ........ 18
Andy ........ ... ... 18
Casey....coviieiii 19
Jenn..................... 19
Lord Milligan . ............ 20
Mary ........... i, 21
Quantum Cop. ............ 21
Quantum Crook . .......... 22

Satan.................... 22
MINOR CHARACTERS .. ......... 24
Anatomy of a Demon. . ... ..... 25

CHAPTER 3 — CAMPAIGNS

AND ADVENTURES .. ... 27
CAMPAIGN STYLES . . . . oo oo nn . 27
Mad Science. ............. 27
Humor................... 28
TV Action-Adventure . . ..... 28
Romance................. 28
SoapOpera............... 28
Straight.................. 29
Campaign Crossovers . ... ... 29
ADVENTURES . . ..o vv .. 30
The Basic Recurring
VillainPlot ............. 30
It'sthe Feds! .............. 30
The Dr. X Files ............ 30
Snootiness Wins Ratings!. . . . 30
Dimension Dementia . ... ... 31

Don'’t Annoy the Little People 31
The Future Depends on You!. 31
Bizarre Love Quadrangle. . . . 32

INTRODUCTION

Welcome to a comic-strip world
where the golden light of science holds
the promise of a better future for all
humanity.

Yeah, right.

Science can indeed do anything -
which means scientists are the most
powerful, important people in the
world. (OK, this is clearly not our
world.) And at the top of the heap are
those undaunted by the constraints of
inadequate theories, the challenges of
defying conventional wisdom, and the

dangers of nuclear radiation. In short,
mad scientists.

GURPS Casey & Andy is based on
Andy Weir's humorous webcomic Casey
& Andy, found on the Web at
www.galactanet.com/comic/index.htm.
The title characters are 2Ist-century
mad scientists dabbling in time and
dimension travel, instantaneous cloning,
and increasingly complex apocalyptic
doomsday devices. Apart from that, they
live in suburbia with their girlfriends,
Mary and Satan. Yes, that Satan.

Casey and Andy share their little cor-
ner of the universe with an old school
buddy - now dictator of Japan - who
wants to kill them, a seemingly normal
next-door neighbor who also wants to
kill them, and a local cop who under-
stands quantum physics better than
Werner Heisenberg and would like to
arrest them for breaking the laws of
nature. Our not-quite-heroes’ lives are
just a touch complex.

ABOUT THE AUTHORS

David Morgan-Mar is such a fan of
wacky webcomics that he draws his
own, Irregular Webcomic (www.irregu-
larwebcomic.net). He’s also written
Transhuman Space: Under Pressure
and GURPS Update for Fourth Edition,
as well as contributing material to

dozens of other GURPS books. He lives
in Sydney, Australia, with a large collec-
tion of LEGO toys and a very under-
standing wife.

Andy Weir is a software engineer,
avid sci-fi fan, and wannabe fiction nov-
elist. He is the author and reluctant

GURPS CASEY & ANDY

artist of Casey & Andy and has invented
hundreds of games, four or five of which
don’t suck. He lives in Fremont,
California, with a large collection of sci-
fi DVDs and a very hostile cat.



CHAPTER ONE

THE WORLD OF

CASEY & ANDY

Most people in Casey and Andy’s
world go about their lives pretty much
the same way we do on our own strange
little planet. Generally, these unwitting
folks are the lucky ones. For this is a
world in which mad science works, Hell
is a real place, and innocent bystanders
get transported to alternate dimensions
with alarming regularity. And most of
the strangeness centers around an unas-
suming suburban American household.

Straight from the Source

This book plus GURPS Basic Set, Fourth Edition contains everything one
needs to roleplay in the world of Casey & Andy. To get a feel for the charac-
ters and possible storylines, however, reading the webcomic (particularly the
following story arcs) is highly recommended:

Mime Assassin: Strips 90-98.
Azrael: Strips 138-152.
Quantum Crook: Strips 197-230.
Jenn: Strips 311 and 320-362.

Now get out there, invent some gadgets, and cause some mayhem!

LOCATION, LOCATION, LOCATION!

FREMONT

Casey and Andy live in Fremont,
California. If you check an atlas, you
may find a Fremont in California, but it's
not our Fremont - for which we real-
world residents should be exceptionally
grateful. The casual visitor to the 21st-
century version will find several local
points of interest. Most of these little
jaunts will likely devolve into fleeing for
his life and sanity.

Casey & Andy's Place
The house at 638 Wasatch Drive cer-
tainly resembles a typical single-story

Casey: You're an idiot.

Andy: Geniuses often appear to be idiots.

Casey: So do idiots.

suburban dwelling. Besides Casey and
Andy, its residents include Casey’s girl-
friend, Mary, Andy’s girlfriend, Satan,
and Andy’s cat, Cujo.

In the basement resides a nuclear
reactor core that powers Casey and
Andy’s mad science experiments. Near
the core (though not too near, we hope)
sits an insanely overpowered backup
generator for emergencies such as black-
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outs (when they can’t run the blender) or
when the core melts down. This doesn't
happen very often. They don't use the
reactor to power household appliances
“because that would be stupid.”

The garage houses Andys hamster-
powered hovercraft, on which the guys
occasionally spend time working. (Think
Greased Lightning with less grease and
more hamsters.)




Casey & Andy’s Snooty
Discussion Hour

In this hour-long program shown irregularly on public television, our two
discredits to evolution discuss esoteric aspects of morality, economic theory,

literature, theology, and science. Casey sports a fashionable monocle while
Andy smokes a Sherlock-Holmes-style calabash pipe. Once the hosts start dis-
agreeing on the finer points of the subject matter — or perhaps just on what the
subject should be in the first place - their erudite dialogues devolve into equal-
ly erudite name-calling and chokeholds. Occasionally they bring on special

guests to watch them while they argue.

Scattered around the house are bits
and pieces of odd scientific forays;
Casey, for example, keeps a box of anti-
matter under his bed. Most of their
working equipment is in the basement,
although they occasionally take the
nuclear missiles to Jenn’s yard next door
to spiff them up with a bit of soap and
polish. There are seven nuclear bombs in
all, or, at least, that's how many they
found last time they tried counting.

Mary keeps the Fremont Insane
Asylum programmed on the phone’s
speed-dial. Just in case.

Jenn's Place

Jenn lives next door at 640 Wasatch
Drive. Her house enjoys relative normal-
cy except for the odd occasion when all
the windows are shattered by an unex-
pected explosion next door. Other times,
Casey or Andy may fall through her roof
after a planned one.

The yard is guarded by a surly garden
gnome which, despite pressure from the
street’s homeowners’ association, Jenn
refuses to remove until they confront
Casey and Andy about the missile-
launch silos.

Fremont National Bank

The Fremont National Bank has been
serving the needs of both its law-abiding
and law-flouting customers for 150
years. The bank has a state-of-the-art
vault and video-surveillance system, but
it still keeps its cash in big, round bags
with dollar signs printed on them. Andy
has robbed the bank a few times, but
Quantum Cop is always there to catch
him green-handed. Even Jenn has
attempted a holdup to gain Quantum
Cop’s attention.

Fremont High School

Principal Clamp has been terroriz-
ing teachers and children here for 20
years. Casey, Andy, and Lord Milligan
were in the same classes here back in
the 1980s; Mary was a year ahead of
them. Ah, the fond memories they have
of this place . . . sneaking into the rest-
room to do all those off-limits “adult”
things . . . like building their first

nuclear bomb using stuff they stole
from the chemistry lab.

Fremont Police Station

Most of the township’s fairly laid-
back cops hang out here eating dough-
nuts and drinking coffee. When not
out booking speeders or saving the
world, Quantum Cop can be found
within enjoying a hot cup of java,
assuming anyone remembered to refill
the coffee pot.

Less Frequented Spots

Krazy Kostumes
Fremont’s local fancy-dress rental
store. Boooring.

City Hall

Casey and Andy come here to fight
parking tickets and demand their consti-
tutional right to bear arms . . . or bear
nuclear weapons . . . or arm nuclear
weapons, depending. The bureaucrats
have standing orders to barricade the
doors when they see either mad scientist
approaching.

Fremont Family Dentistry

This friendly little building is home to
the only person who scares Andy: his
dentist. The good doctor has a special air
compressor, a high-impact drill, and
exorcism gear just for working on Andy’s
teeth. While his tools are not evil as
such, it's possible some villain could
trick the well-meaning fellow into using
them for nefarious purposes.

Big Al’s Live Spider Emporium

Located on the edge of town, under
the airport-approach flight paths, Big
Al's stocks exotic spiders from around
the world, including those giant ones
with a taste for primate flesh. What bet-
ter subjects for mad genetic experi-
ments? Big Al is a gentle giant of a man
— with almost no mob connections.

Fatalball

Fatalball, a game Casey and Andy invented, is — as can be imagined - fast,
furious, and frequently fatal. It's basically two-player war (as in war, not the
pansy card game) in a sports stadium. Any weapons are allowed, although

excessive use of high explosives is particularly encouraged. Judging who won is
more a matter of style than survival since nobody has yet lived through a game.
Casey and Andy hold the league records for shortest game, longest game, most
collateral damage, and the only two people stupid enough to participate.
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EviL’s DoOMAIN

Fremont doesn't get all the mayhem
to itself! There are, of course, villains in
this world, and villains should possess
evil lairs in remote, exotic locations. And
all evil lairs include one essential feature:
air ducts. Lots of air ducts. Big enough
for people to crawl through, accessible
from a relatively safe external location,
and leading to the deepest interior secret
chambers and prison cells. Hey, even an
evil villain has to breathe fresh air.

Dr. X’s Lair

Dr. X quite appropriately has con-
cealed his lair on a volcanic island with
no readily apparent location. It could be
anywhere. Maybe it moves around. Or
maybe it just doesn't exist.

A well-disguised secret door is cun-
ningly hidden in the cliff face of the vol-
cano, behind, of course, the 60-foot-
high statue of Dr. X. An alligator pond
in front of the statue serves as a con-
venient way to dispose of meddlers.
Hm, OK, since you ask, there is one
other way into the lair. Around the cliff,
in an area with no surveillance or
guards, is an obvious vent, large enough
to crawl through. It leads to an air duct
(what else?) that runs right to Dr. X’s
throne room and control center. Dr. X is
quite sure nobody would actually think
of crawling through it.

The lair also contains the standard
prison cells, guarded by an inept hench-
man and located right next to the
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weapon locker. This small armory con-
tains any weapons removed from pris-
oners, heaps of spare ammunition, other
weapons, and any industrial equipment
that might come in handy during an
escape attempt. Next door is the laundry
room, where plenty of nice, clean guard
uniforms in all sizes can be found. Down
some other corridors are quarters for
evil minions and hired ninjas.

In a final room, rickety catwalks
bridge a boiling pit of lava to a central
platform, on which resides Dr. X's
Doomsday Device Du Jour. This creation
may amount to a simple, high-yield ther-
monuclear bomb radio-linked to every
other bomb on the planet so they all
explode simultaneously. Or it might
destroy the entire universe and take sev-
eral alternate dimensions with it.
Whatever the device is, it has a nice,
bright, large-format LED display of the
remaining seconds before detonation.

Lord Milligan’s Lair

Like all “good” evil lairs, Lord
Milligan’s hideout is also located in an
active volcano. Rather than choose an
anonymous volcano, Milligan has built
his center for world domination inside
Mount Fuji (which last erupted in 1707
- well before Casey and Andy were
born, thank you very much).

This lair is built along similar lines to
Dr. X’s, but the mountainside entrance is
much more modest, being accessible
through the eye sockets of an enormous
sculpture of Lord Milligan’s head. Inside,

the layout is similar, with a few more
rickety catwalks spanning chasms full of
boiling lava, if anything. There are also
more air ducts — important because, as
Milligan says, “They duct air and stuff.”

Would-be adventurers should note
the lair’s built-in scuttling mechanism,
which is connected to a monitoring
device implanted in Milligan’s heart. If
he dies, multiple, redundant explosive
charges will destroy the whole place.
This highly traditional villainous
device has saved Milligan’s life on at
least one occasion.

HELL

The alternate plane Hell looks much
like a large underground cavern, its floor
submerged by an endless ocean of red-
hot lava. A dull, smoky red glow suffuses
the air. Large conical chunks of rock, flat
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side up, float freely, providing the only
surfaces that support any weight. The
rocks drift slowly past one another like
wandering step-stones; anyone using
them to travel by foot must stop often,
waiting for another rock to move close
enough. Walking is intentionally incon-
venient in Hell, but the natives usually
avoid the whole mess by flying, unless
they're feeling particularly masochistic.

Scenic delights aside, Hell is of course
the Netherworld, Gehenna, Hades, the
eternal abyss, the stygian inferno, the
bottomless pit of damnation - you get
the idea. The souls of sinners and those
Satan tricks into signing a contract end
up here. Once in Hell, however, there is
no morality, and so no need to punish the
wicked. Satan just does that for amuse-
ment, having an occasional yen for a bit
of good, old-fashioned torture.

It's possible to travel to Hell through
interdimensional portals, so living mor-
tals can end up there, as Casey and
Andy do on occasion. Getting in is easy
enough; getting out isn’t. The Soul
Keeper prevents anyone from leaving
without permission from the Mistress
of Hell herself. Satan doesn't like to let
anyone leave, but she must release any-
one who challenges her to a game of
chess and defeats her. Since she’s a,
well, damn good chess player, this hard-
ly ever happens.

Despite the ever changing scenery
and random drifting of rock platforms,
there are several significant locations
in Hell.

Satan’s Throne
An elaborate, richly upholstered
throne, decorated in a charming skull-

and-horns motif, sits on one of the float-
ing rocks. Satan herself is often found
here, doing her day job: making sure
everything is running smoothly in the
underworld. Satan mostly delegates
tasks to demons and other minions since
her position is largely managerial, but
she takes a personal hand in torturing
particularly deserving or interesting
damned souls. It could be argued that
sometimes she leaves the throne con-
spicuously empty just to tempt the more
ambitious locals to tip their hands.

The Evil Cauldron of Fate

Another rock serves as a platform for
the Evil Cauldron of Fate. This sentient
cauldron contains the distilled essence
of the most evil sinners and can grant its
viewers clairvoyant or precognitive

visions. Satan uses it to see events taking
place across time and space. It's fortu-
nate this amazing artifact can't fall into
the hands of mortals — or, rather, it’s for-
tunate Casey and Andy haven't found out
about it yet. The Cauldron is a subtle
device, however, having a personality
and will of its own.

The Soul Keeper

The Soul Keeper is a baroque
mechanical device of ancient origin. Its
immense powers prevent the souls of the
damned from escaping Hell. Sabotaging
it would turn the damned loose on the
mortal world; so would taking it apart to
see how it works. As frightening as this
possibility sounds, it's actually pretty
mild compared to some of the stuff
Casey and Andy have pulled.

Heaven

Heaven, home to pure souls, is just as real a place as Hell, if not nearly as
entertaining. There’s not much point saying anything more about it, really.
(Yawn!)

Oh, OK. Heaven floats on a giant cloud. To get in, one must pass the Pearly
Gates, which are attended by St. Peter. He stands at a lectern like some divine
maitre d’, ready to decide if your table in Heaven is ready. He has a hotline to
Satan and a trapdoor leading straight to Hell for those occasions when some-

one tries to pull a fast one.

Inside, Heaven is surprisingly boring — simply because not many people
make it. One might think it would at least be full of religious zealots ready for
a good argument, but Satan has reserved them their own special quarter of
Hell. The most exciting thing to do Upstairs is talk to God, which might sound
good but tends to turn into a fairly one-sided conversation of dos and don'ts.
God often proves to be too overprotective and fatherly for most folks, espe-
cially since he often yells at people “for their own good.”

GETTING AROUND THE UNIVERSE

INTERDIMENSIONAL
TRAVEL

The existence of other dimensions is
not in doubt. What matters is how best
to exploit such places for one’s own self-
ish ends.

Traveling between dimensions is
simple enough with the right equip-
ment: all it requires is a bit of mad sci-
ence. The most common dimensional-
travel devices open portals between

worlds. Just be sure to close the portal
again when youre done, or anything
might come wandering through from
the other side. No, these devices never
come with fail-safe mechanisms; don't
be ridiculous.

Interdimensional Analogs

Many alternate dimensions are actu-
ally parallel dimensions; they look simi-
lar to ours but behave quite differently.
In particular, people on Casey and
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Andy’s plane often will exist on others as
well. These counterparts are termed
“analogs.” While your analog may share
any number of traits with you, he may
be “Roberta” instead of “Robert” or evil
instead of good. Plenty of other clichéd
oppositions exist as well.

It's safe to meet your own interdi-
mensional analog - there’s no danger
of mutual annihilation, destroying the
multiverse, or anything interesting like
that. It may or may not be safe to have
sex with your analog - that depends on
who your analog is dating and whether
you get caught.

If you're a particularly unscrupulous
type and your analog is of the saintly
variety, you can probably manipulate
him into helping you do all sorts of
things. If your analog is evil, however,
watch out. He'll be just as smart as you
and - if possible — more devious.

SAMPLE
DIMENSIONS

While the nature of alternate dimen-
sions in Casey & Andy is only limited
by your imagination, this list includes
those our demented duo actually has
visited - usually with the intent to snag
something or someone or maybe just
one-up each other.

The Fantasy Adventure

Universe

This is just like your standard pseu-
do-medieval fantasy adventure setting:
swords, sorcery, monsters, dungeons
- you know the drill. The thing to
remember here is denizens of this uni-
verse who travel to other dimensions
retain any magical powers they may
possess. Now if that doesn’t give you
some abusive ideas, you're not playing
GURPS Casey & Andy in the right
spirit.

The Mental Plane

On this plane of existence, all beings
are rendered with size and power com-
mensurate with their will. The result-
ing differences can be extreme; a more
stubborn character might be able to
squash a lesser one under his thumb.
Jokes about intellectual giants and
mental midgets are optional.
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Quantum Crook’s

Dimension

Being a parallel dimension to ours,
Quantum Crook’s home plane outwardly
resembles our own. Everyone in our uni-
verse has an analog there diametrically
opposite them in some fundamental
way. Andy’s analog, Andi, is female.
Quantum Cop’s counterpart undermines
society instead of protecting it, and rock
star Lord Milligan would rather domi-
nate the airwaves than the earth.

The Zero-Dimensional

Universe

This dimension squashes everything
into zero spatial dimensions so that
nothing has any size. Even under infinite
magnification, everything is too small to
see! An obviously unpleasant place to be,
as Casey and Andy discover, it still can be
visited safely for short periods. Others
exist here, but since everything has no
size and overlaps with everything else,
relating to anyone or anything can be
tricky at best (DX roll to do anything)
and gives a whole new meaning to the
term “interaction.” Just trying to leave is
a nightmare in and of itself as you try to
distinguish between “you” and your
dimensional travel device, much less
between “you” and “everything else.”

TIME TRAVEL

Time travel is not only possible but
almost commonplace for people with
access to mad science or stolen future
technology, although doing so carries
consequences. Casey and Andy, however,
are far more interested in inventing and
exploring than in worrying about how
their newest Something-o-mat will
unravel existence. When playing a mad
scientist, remember that the proper
response to wise, measured caution is
“Damn the torpedoes; full speed ahead!”

Still, time travel is complicated. Yeah,
OK, that much was obvious, but trust us:
it's really complicated. And you just
know Nazis are going to be involved.

Into the Future

Well, this part is simple enough.
Since the future hasn't happened yet,
stuff we do now changes what will hap-
pen. That includes leaving this time and
showing up somewhere in the future. It
just happens, and there’s no problem. It's
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so boring (and Nazi-free) that it's almost
not worth doing it.

Into the Past

Brace yourself. This is the tricky part.

What happens if you go back in time
and do something stupid like killing
your grandfather before he meets your
grandmother? Barring the sort of parties
where people can end up having kids
without actually having been intro-
duced, this results in you not being born.
Right? But you're still walking around,
which implies you have been. The
upshot of hacking apart your ancestors
is figuring out you arent in your own
past. So where are you?

When you travel back in time, you
end up in a parallel timeline. Lets call
your home timeline A and the parallel
one A-1. Timeline A-1 was just like A
until you appeared in A-1’s past (which
didn’t happen in A, your own timeline;
its history remains its own). From then
on, everything may change, depending
on what you do. Sure, kill your grandfa-
ther. You wont be born in A-1, even
though you were in A. Well, that was
easy . . . now travel back to your home
time, A.

Whoops.

Remember how your grandfather
stormed the beaches at Normandy and
helped defeat the Nazis? Well, thanks to
your murderous inclinations, that didn't
happen any more. It looks like the Nazis
won, in fact. Enjoy your new life in the
thousand-year Reich.

When you killed your grandfather,
the future as you know it ceased to be a
valid possibility. You can’t get to that
future any more; you're stuck in A-1. The
only way to correct this is to go back to
a time before you intervened in your own
history and prevent yourself from inter-
fering. Traveling back in time again will
invoke a new parallel timeline, A-2. You
could kill your (other) self before you
(the other you) kill your (both of yours)
grandfather, if you (you you) want, but
in some jurisdictions this would make
you (oh, I give up) guilty of suicide. Or
you could try something more sane.

However, if whatever your plan is
doesn't work in A-2, you'll have to try
again. And each time you hop into the
past, you are essentially creating a new
parallel timeline - A-3, A-4, etc.
Whenever you do something that messes
up a timeline’s future, you get cut off from
any previous timeline’s future. (For exam-



ple, if you prevent the discovery of peni-
cillin by eating somebody’s moldy bread
in A-4, the futures of A, A-1, A-2, and A-
3 are now off the menu.) However,
regardless of how many alternate time-
lines you end up visiting, once you have
made sure your grandfather will live to
blow up Nazis and meet your grand-
mother, the future in which you were
born (A) becomes possible again, and
you are free to travel back to it. Unless,
of course, you have screwed something
else up during all this running around.
Like having eaten that moldy bread,
which wasn't very bright to begin with.

Told you it was tricky.

In summary: If you travel back in
time and do something stupid that would
change the present, you're stuck with liv-
ing in parallel timelines until you some-
how fix your goof (or goofs) and make
your original present possible again.

This means two things for a Casey
& Andy campaign. First, there’s no log-
ical problem with traveling back in
time since all you do is spawn alternate
timelines rather than garbling reality
into one chaotic, paradoxical history.
Second, meddlesome time-travelers
may get stranded in other timelines
and have to fix their meddling to return
to the present they know. Together,
these provide plenty of opportunity for
creative plotting and messing with
players’ minds.

Paradoxes

One final thing to consider is the
possible creation of time paradoxes.
Jenn’s daughter from the future, J.J. -
a practiced time-traveler - tells Jenn
that “the quantized nature of entropy
allows the universe to fix small para-
doxes.” This means that relatively small
shifts - like bringing back a butterfly
which then flaps its wings - won't
propagate into massively chaotic
changes in the timeline’s future. To
invalidate future history, changes need
to have some obvious effect, although
that effect may only become obvious to
the time-traveler in hindsight.

J.J. also mentions two types of “para-
dox” that must be avoided if possible.
The first is telling someone about his
own future. In terms of the alternate-
timeline model, this might convince the
listener to try changing that future,
which could easily result in the time-
traveler’s original timeline becoming
inaccessible. Even just knowing what the

future holds could result in the listener
behaving differently, creating the same
problem. Granted, this is not a paradox
by the usual definition of the word, but
it potentially makes for an increasingly
convoluted puzzle; things get more com-
plicated with each new parallel timeline
the time-traveler visits, adding more
selves that interfere with each other until
the traveler can get back to his original
present.

This raises the second possible “para-
dox” mentioned by J.J.: meeting your-
self. J.J. describes this as “disastrous.” In
the alternate-timeline model, meeting
yourself in A-1 immediately obstructs
your original future; clearly, you never
met yourself in A, your original past. But
resolving this paradox is even more diffi-
cult than dealing with people who know
their future. You have to go back to
another duplicate timeline, A-2, and pre-
vent your A self from meeting your A-1
self. However, doing this yourself poten-
tially strands you in an endless loop;
your A-2 self may end up meeting your A
or A-1 self and recreating the conun-
drum. Although this situation can be
rectified with some creativity, it is such a
nasty snarl of possibility and actuality
that any sane time-traveler will want to
avoid it.

So although there are no logical para-
doxes in this form of time travel, it is
possible for travelers to get their histo-
ries knotted up so badly they can never
return to their original timeline, which is
the sort of paradox J.J. mentions.

GMing Time Travel

As a GM, the most important thing
about running time travel is keeping
things organized. Otherwise, players will
at least be tempted to find and merci-
lessly exploit any inconsistencies.

A diagram of the timelines involved
will help keep track of events as an
adventure progresses. Draw the initial
timeline (A) across the middle of a sheet
of paper and add parallel timelines (A-1,
A-2, etc.) below and/or above. Whenever
people travel back in time, draw an
arrow showing them moving backward
and across to a new timeline. Each new
time jaunt requires a new timeline.

As long as time-travelers dont do
anything significant in new timelines,
old timelines (including their original
one) are still logical possibilities and
thus accessible. However, if something
consequential gets altered in any parallel
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timeline, the GM should consider what
the reasonable results are. He may
decide the players’ original future is no
longer possible, so traveling forward in
time will only dump them in their cur-
rent timeline’s future. Use colored pens
or markers to indicate when timelines
have changed from a certain point
onward, thus making previous timeline
futures no longer accessible. The players’
original timeline is usually the most crit-
ical one to keep track of, but it's always
possible they'll decide they like an alter-
nate future better. Just be sure to mark
which timeline they consider to be
“home.”

When travelers find themselves
stranded in an undesirable timeline,
there are two possibilities: if the change
can be reversed after it happened, they
may be able to do so without having to
jump back in time again. However, if the
change cannot be reversed (someone
important dying), their only option is to
jaunt to a point in time before the dis-
ruption and try to prevent it. They don’t
necessarily have to go back to an even
earlier time; they just need to arrive
before events spiral out of control again.

Here things get more complicated, as
we hinted at before. When the travelers
move back a second time, they switch to
a third timeline (A-2), which is an exact
copy of the timeline (A-1) they just left,
including the fact that A-2s future is dif-
ferent from their original timeline, just as
A-1's was. To indicate this, use the same
colored notation on A-2 as on A-1.
However, if the players decide to arrive in
A-2 earlier than they arrived in A-1 and
manage to do so, the mark representing
their appearance in A-2 should be placed
the appropriate distance before whatever
it is they're trying to fix. If they manage to
correct the problem, remove the blocked-
future marks so it's clear their original
timeline is available again.

The GM can repeat this procedure as
many times as needed. Just remember
that time-travelers must fix the error
that kicked them out of A to get back to
A. Otherwise, they've only returned to
the parallel timeline in which they
screwed up last (e.g., if they do some-
thing in A-4 and fix that problem in A-6,
they only get back to A-4). To return to A,
they must fix all the significant errors
they committed in As parallel timelines.
They don't have to correct them in
reverse order, though this is the logical
way to approach the issue. (And we all
know that logic mixes with mad scien-
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tists about as well as oil with water.)
Also, unless the GM doesn't mind the
players being able to ignore all this time-
travel nuttiness, they shouldn’t be
allowed to invent something that lets
them move themselves out of time
entirely; they should be restricted to only
moving between timelines.

Example: The diagram shows the
timelines involved in Jenn's time-travel
story arc (strips 320-362). Each horizon-
tal line is a different timeline. White
indicates time periods when events
match the original timeline; orange
marks time periods when events are dif-
ferent. If there is any orange in a time-
line’s future, travelers cannot return to
their original timeline - they can only
return to an alternate future. Critical
events are marked with red stars. After
such a change, the original timeline’s
future becomes inaccessible.

Jenn began in the original timeline in
2004 and was sent back to 1986A by
Casey and Andy. When young Andy met
Jenn and developed a crush on her, the
future now involved Andy and Jenn get-
ting together, which prevented the origi-
nal 2004. At this point, things would have
worked out if Jenn had quashed Andy’s
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i 2004

crush, but she didn't even realize he liked
her until 1986A-Casey sent her back to
2004A. Then she discovered she was
Andy’s girlfriend instead of Satan, which
told her she was in an alternate timeline.

J.J. appeared in 2004A and took Jenn
back to 1986B, initially a copy of 1986A.
But then Mary got involved while Jenn
and J.J. were trying to fix the Andy prob-
lem. Mary died in an explosion, which
blocked the original 2004 (in which Mary

is alive) again. Jenn managed to scare
Andy off by smothering him emotionally.
This fixed the original problem, but the
timeline was still blocked by Mary’s
death. 1986B-Casey sent Jenn to 2004B,
where J.J. picked her up again and took
her back a third time, to 1986C (original-
ly a copy of 1986B) just before Mary
died. They saved her, making the original
2004 possible again. J.J. could then take
Jenn home to Jenn's original timeline.

Back to Which Future?

An open question here is whether the timeline in which players finally fix all
their errors is the same as the original timeline or not. To use Jenn's experience,
once she saved Mary in 1986C, did it become essentially a twin to 1986, or was
1986C a different timeline in which Mary was almost blown up? Once the story
ends, this remains ambiguous since the same future is available in both time-
lines. During the story, however, it is not clear to a time-traveler that he has

returned to his original timeline until he actually gets there and makes sure the
details are right. For this reason, traveling back in time should always be drawn
initially as going to a new timeline. Once the adventure is over, the GM should
feel free to reinterpret the last alternate timeline as being the same as the orig-
inal one if he wishes, although this is not necessary. If he keeps the two distinct,
it's quite possible the players will never know for certain whether they are back
in their initial timeline or still in the last parallel timeline they visited.

GURPS CASEY & ANDY



MAKING MESSES

How Do They Keep Coming
Back to Life?

Casey and Andy die. A lot. Yet they keep coming back for more may-
hem. How do they do it? It doesn’t matter much for a comic strip, and in
fact we have yet to find out the answer to this question. But an ongoing
game is different.

Keep in mind that in the world of Casey & Andy, the soul never dies. When
the body fails, the soul goes to Hell (or; if you were a total bore, Heaven). If a
character in your campaign dies, it's perfectly possible he can continue as if
nothing happened except for a quick relocation. This works for groups too; if
mad science or some ridiculous explosion is the cause of death, then usually
everyone nearby will be affected.

Once in the afterworld, just keep playing. The departed can try escaping,
tricking Satan, or perhaps making some sort of underhanded deal with a min-
ion. Of course, this sort of dirty double-crossing is a great way to ensure a
quick trip back to Hell next time you die, but hey, who's counting?

However, having to find your way back from Hell each time can get a bit
old. You could convert the campaign to being based in Hell. The souls could
perform missions for Satan, and dying would amount to returning home -
inconvenient, but not life-threatening, as it were.

For a campaign more firmly grounded in the mortal world, use the best tra-
ditions of comic artists everywhere: ignore any weirdness or inconsistency and
just go with it. The heroes die? So what? Let them have a quick chat with
Satan. Maybe she’ll decide to send them back because they're doing such a
great job spreading evil and destruction. Or just hit the cosmic reset button
and let them respawn back home. You may choose to treat this as essentially

the Unkillable 3 [150] advantage (p. B95).

There’s no real need to assess penalties against players for having their
characters die. Just chalk up another death on the tally sheet and get on with
the game. Arguably, dying multiple times is good roleplaying. Life is cheap in
the world of Casey & Andy. Players should not be put off any course of action
by fear of piddling consequences like death. It's the GM’s job to make sure the
players know that death is not a problem.
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Physical laws similar to our own rule
the world of Casey & Andy most of the
time. In particular, complicated ele-
ments of modern physics like relativity
and quantum mechanics still govern the
way things behave. Science holds the key
to unlocking the door hiding the secrets
of the universe.

Mad science holds the high-powered
laser rifle that will vaporize the door hid-
ing the secrets of the universe.

MAD SCIENCE

A basic tenet of the Casey & Andy
world is that science can do anything.
Not just anything that is possible, but
anything that is even imaginable, as
well as most of the things that aren’t. So
you can shrink or enlarge matter, tele-
port stuff, turn invisible, travel through
time or faster than light, duplicate any-
thing instantly, erase people’s brains,
and so on.

The one restriction is that these
things have to be done scientifically. You
need to build a machine or gadget of
some sort to do the hard work of break-
ing all those laws of nature. And once
you've broken them, there will be scien-
tifically logical consequences. You never
get something for nothing.

For example, if you invent a device
that lets you run at Mach 10, fine: you
can run at Mach 10. But you're going to
wear out your running shoes really fast,
and the friction of the air molecules hit-
ting your body will heat you up like a
shuttle reentering the atmosphere. If
you care about surviving your jog, you'd
better have something that insulates
you against this effect. And if you hit
anything, or trip over . . . likely it won't
be pretty.

Other possible consequences often
involve fairly complex physics. One time
Andy changed his personal Planck con-
stant, a fundamental physical constant
that governs how subatomic particles
behave in quantum mechanics. As a
result, the Heisenberg uncertainty prin-
ciple — normally only important for
subatomic particles — suddenly affected
Andy at a macroscopic level, turning
him into a fuzzy wave-particle. He quan-
tum-tunneled through the wall of the
Fremont National Bank vault and was
about to make a clean getaway when
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Quantum Cop showed up. The officer
pointed out that, according to quantum
probability, his baton would eventually
intersect with Andy’s position, which it
did, localizing his position and collaps-
ing his waveform.

If you understood that paragraph,
you get the idea of the sort of conse-
quences mad science can incur. If you
didnt understand that paragraph, you
get the idea of the sort of pseudo-scien-
tific gobbledygook you should invent to
justify weird-ass fallout from mad sci-
ence experiments. Either way, the result
is pretty much the same.

TiME FLow

The nature of time in the world of
Casey & Andy differs subtly from that in
ours. First, both the rate at which people
move through time and the direction
they travel can be altered on an individ-
ual basis - usually through mad science
but possibly by other means. Normally,
people just go along for the ride, travel-
ing forward through time at a rate of one
second per second. So far, so good.

But people can also travel through
time more slowly - one second per
minute, per hour, or even more. To
everyone else, you appear to have slowed
down by the corresponding factor. If you
fall over, it might take you minutes or
hours to hit the floor. This effect is some-
times called bullet time by people refer-
ring to geeky movies in which a compli-
cated camera array produces a similar
effect. You can even slow your personal
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time down so much that it actually stops.
This is not recommended, obviously; by
the time you switch off whatever has
stopped your time flow, the universe will
have ended, leaving you stuck in a place
even more boring than Heaven.

If you can travel more slowly, it
stands to reason you also can travel
faster. People with their personal time
flow sped up appear to move rapidly,
perhaps even too fast to see. They might
be perceived as a high-pitched buzz like
in that original series Star Trek episode.
Although this seems like a cool way to do
fun and illegal stuff, you're still interact-
ing with air molecules, and friction caus-
es enough heat to be painful at certain
speeds. GMs can use side effects like this
to discourage players from trying this
trick to sidestep plot elements.

Finally, it's possible to reverse your
personal time flow. As you move back-
ward through time, other people will
perceive you as moving and talking
backward. You'll appear to react to
things before they happen. This gets
confusing quickly, so it's not recom-
mended for periods longer than it takes
to avenge yourself on someone for some-
thing they haven't done to you yet.

INVENTIONS

Casey and Andy average about one
insane invention every ten comic strips.
These range from the fairly obvious Kill-
O-Mat and Time-Machine-O-Mat to the
more specialized Tact-Remove-O-Mat
and 19th-Century-Whitehouse-Teleport-
O-Mat (used by Andy to indulge his
unnatural lust for long-dead First Lady
Frances Cleveland).

In Casey-and-Andy-land, the most
important feature of an invention is its
name: it should convey in simple, obvi-
ous terms what the invention does -
and end in “-O-Mat.” Once you have an
appropriate moniker picked out, the rest
of the invention process is fairly easy.
See Gadgeteer (p. 17) for details.

A typical contraption amounts to a
big rectangular box with its name sten-
ciled on its side, although particularly
basic destructive devices might use a
traditional spherical “bomb” shape. Any
required functional parts — radar dish-
es, gun barrels, brain electrodes, blink-
ing lights — stick off the top or sides as
appropriate. The interior is basically a
mass of wires and electronics connected
to the power source. The energy that

So I told Casey, “I think that's too much plastic
explosive,” and he's like, “No, we need this much or
the hydrogen won't undergo fusion.”

GURPS CASEY & ANDY

— Andy

drives the thing doesn’t have to be
nuclear, but it sure can’t hurt.

CinemaOS

One particular scientific thinga-
mabob that Casey and Andy didn’t invent
is this computer operating system. Andy
has it installed on his computer, which
allows the machine to operate just like
computers in movies. CinemaOS makes
hacking into secure systems almost triv-
ial. You can type any phrase into a
search engine and have it return one
match, being exactly the information
you wanted to find. Typos are complete-
ly eliminated; modem and connection
speeds jump astronomically. The down
side is it can't display any letters less
than an inch high.



CHAPTER TWO

CHARACTERS

Characters in the world of Casey &
Andy will likely be larger than life with
point totals to match. If enforcing a
point limit, choose something outra-
geous like 500. Ultimately, character
concept will be more important than
point totals if the right feel is to be
achieved. The GM should feel free to
vet any character designs based on
these priorities.

The GM should allow all cinematic
abilities. So far there is no evidence of
psionic powers, but that doesn't mean
they don't exist. In fact, they'd most like-
ly manifest after some sort of mad sci-
ence experiment gone either right or
wrong. Exotic abilities are also probably
best reserved for use as goals or side
effects of mad science.

Magic works in Casey & Andy but
has little importance. Local mana levels

are probably low but may vary wildly at
the GM’s discretion. If you wish to
include magic, the ritual magic system
is more appropriate for campaign fla-
vor unless you deliberately want to
spoof a swords-and-sorcery style adven-
ture. Likewise, supernatural abilities
exist but remain in the background for
the most part (except for divine and
infernal beings).

CHARACTER TYPES

Depending on the style of campaign,
all sorts of character types are possible,
of course. The following examples are
drawn fairly directly from the comic
strip, though plenty of other ideas still
lurk there, just waiting to be tripped over
by an enterprising gamer.

MAD SCIENTISTS

What could be more natural than
being a mad scientist? Casey and Andy
probably have friends or acquaintances
who are every bit as crazy — perhaps old
school or college buddies. These friends
could have adventures that don't involve
Casey and Andy, or they may join forces
with the two for some particularly
demanding mission.

But don't stop there. Every budding
mad scientist needs a mentor.
Neighborhood kids could make good
roleplaying options, idolizing Casey
and Andy and trying to follow in their
footsteps. The good thing about young
PCs is they have even less regard for
authority than adult mad scientists, if
that’s possible.

Finally, there are rival researchers.
This is a great role for players since
theyll be able to engage in mad science
to their hearts’ content and not worry
about upstaging the heroes — because
that’s the goal of the campaign! Rivalries

could be gentlemanly and academic
(“You may have won this round, but T'll
be back with a bigger and better Alien-
Detect-O-Mat!”) or outright hostile
(“Laugh at my theories, will you? Tl
show you!”).

VILLAINS

Casey and Andy have plenty of ene-
mies who can all be classed as villains
for our purposes. Obviously, there’s Lord
Milligan, Quantum Crook, the Mime
Assassin, and Don Cindy, who have even

been known to cooperate on occasion. A
cadre of player-run nemeses working
together might make an ideal foil for our
heroes in an ongoing campaign. Use
these established enemies, create your
own, or combine the two approaches.
Don't forget that Casey and Andy will
alienate more people as long as they're
around, probably at least once a week!
Remember that villains here should
accord with their cinematic stereotypes.
They will hold grudges, give away clues,
and prefer convoluted deathtraps to
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expedient bullets. Theyll be completely
incapable of killing any heroes without
first waxing poetic on their dastardly
plans. Theyll undoubtedly have inept
assistants, outrageous plans, and some
sort of villainous code of honor. And
don't forget those air ducts.

AUTHORITIES

Everyone from the local police station
to the NSA and the United Nations
should be very interested in the goings-on
at 638 Wasatch Drive. People from any of
these organizations might confront Casey
and Andy regarding their unfortunate
tendencies to hoard plutonium and dis-
rupt the space-time continuum. Feel free
to make up new regulatory agencies that
exist solely to annoy mad scientists.

On a grander scale, perhaps some
intergalactic, panracial security force
has also noticed how strange distur-
bances to the fabric of the universe all
seem to emanate from the odd little
mudball called Earth. Will the scientists
acquiesce to the demands of the Reality
Police when told their experiments
threaten billions of civilizations?

Closer to home, maybe the Wasatch
Drive homeowners’ association has
resolved to personally combat the men-
ace in its midst. Players could adopt roles
as ordinary homeowners attempting to
hinder Casey and Andy by protesting,
threatening civil court action, or simply
throwing bricks through their windows.
They might even take it upon themselves
to storm the basement. And what might
happen if they hire another mad scientist
to take out Casey and Andy?

ALIENS

The Zarb and the Hunkinites have
both visited Earth (see Minor Characters,
p. 24), and no doubt more aliens will do
so in the future. Players might concoct
otherworldly characters for some sort of
first-contact or invasion campaign.
These aliens no doubt will be looking for
notable individuals (Lord Milligan or Dr.
X, anyone?) to greet, befriend, probe,
extort, and/or subjugate. Only mad sci-
ence will stand in their tentacled way, but
they will have access to fantastic technol-
ogy of their own —mad alien science!

MINIONS

Just because minions are minions
doesn’t mean they don't make interesting
characters. Their very anonymity leaves
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them wide open for development by
imaginative GMs and players. For exam-
ple, Satan often assigns tasks to the
underlings of Hell that involve traveling
to the mortal world, assuming human
form, and meeting all sorts of odd peo-
ple. Such jobs can lead to a grand variety
of adventures. Satan’s henchmen, being
demons, can be expected to have a range
of supernatural abilities; this is fine so
long as balance and proper game spirit
are kept in mind.

Lord Milligan naturally must have
minions to qualify as an evil dictator.
Most of his hired help are ninjas. What
self-respecting player wouldnt want to
play a fashionable, shuriken-wielding
assassin? The fact that they are relative-
ly inept, bargain-catalog ninjas means
the GM shouldn’t have to worry his play-
ers turning them into overpowered com-
bat monsters (although thats certainly
an option if desired!). Don Cindy also
has her “girls,” which might shake things

Playing the Main Characters

A lot of campaign settings based on strong central characters suggest that
players stick to minor personages or make up new ones to play rather than
adopt these pre-existing primary roles. Where’s the fun in that?!

Seriously, though, a lot of the problems with playing the main heroes are
irrelevant or nonexistent in a Casey & Andy campaign. It doesn’t matter if
“name” PCs do something stupid or get themselves killed; that’s exactly what
Casey and Andy would do! And since the campaign world does revolve around
our mad scientists a